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OMY 


THE ATARI HOME COMPUTER HAS AN EXCLUSIVE 
LIBRARY OF OVER 2,000 PROGRAMS THAT WILL 
DEVELOP YOUR SKILLS AND GIVE YOU THRILLS. 



What you get out of a computer depends on the programs you put 
into it. You'll get more out of an ATARI Home Computer because Atari offers a 
tremendous range and variety of programs. More of the kinds of programs 
that make a real difference in your life. Like Family Finances, My First Alphabet™ 
or Conversational French. No one makes learning more fun. 

And Atari is the only home computer that plays the world's favorite 
games, with the best graphics and great sounds. The real ATARI games. Like 
PAC-MAN* Defended Centipede™ or Dig Dug™* And only Atari can offer you 
AtariWriteCa powerful word processor for under $100. 
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Whenjou go in search of 
The Most Amazing Thing, don’t expect to be 
home by dinner time. 
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S ports cartridges have been a 
staple of video game systems 
for years. In fact,the game that 
started the whole video game industry 
rolling was that bouncing-blip-type 
tennis game called Pong, life thought 
we'd check in and see how well some of 

succeed in making you feel tike you're 
down on the field. We tested games that 
play on Atari's 2600 and 5200 systems, 
ColecoVision, and Atari's 400,800 and 
1200 computers. 


REALSPORTS 

BASEBALL 

(Atari, 2600, $29.95) 

SUPER CHALLENGE 
BASEBALL 

(Mattel, 2600, $20.00) 




ting is much simpler in Mattel's 
game, although the graphics are 



PHIL: The best feature of Atari's 
Realsports strategy is that you can 
hit both fly balls and grounders. 
Atari’s game is more complicated 
than Mattel's. Super Challenge 
Baseball will probably have more 
appeal for younger players or 

up to bat without reading the 


BERNIE: These games are better 
than anything we've had on the 
Atari 2600, but they are missing 

ball after it’s pitched, and there is 


REALSPORTS 

FOOTBALL 

(Atari, 2600, $29.95) 

SUPERCHALLENGE 

FOOTBALL 


(Mattel, 2600, $20.00) 



iri 2600 football looks good... 





































Haroutunian 
has done it again. 
The mind behind our first 
Atari® success, Kid Grid, has just 
dreamed up another one: Juice! 

And if you don’t think that’s 
electrifying, consider what the 
experts are saying. 

Electronic Fun with Comput¬ 
ers and Games says that Kid Grid 
"may sound like-kid stuff, but it 
isn't. Even on the slowest setting 
...the game is quick enough 


to challenge 
almost anyone!' 

That’s right. And that's not all. 

Electronic Games calls the Kid 
"Hypnotic, appealing, fast-moving 
arcade action of the highest 
calibre, ...one of the most con. 
pulsive, utterly addictive contests 
in the world of computer 


We couldn't agree more. 

What will the critics say about 
Juice!? Will they like its colorful 
graphics, superior sound effects, 
charming characters and chal¬ 
lenging play patterns? 

Why wait around to find out?. 
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BUMP’N’JUMP THE VIDEO GAME FOR PEOPLE 
WHO SHOULDN’T BE ALLOWED TO DRIVE. 


For those of you who spend more time crashing than you do driving, 
we'd like to introduce Bump'N'Jump. The home video game where it's notjust 
okay to hit the other cars, it's required. 

Your job is to crash as many cars as you can 
| without crashing yourself. And to help you do it, 

I you're given some unusual options. Not only can 
I you bump them off the road, you can jump over 
I what you can't bump. 

1 But even with these advantages, you're not 
I on easy street. Because waiting somewhere 
' down the road might be the deadly dump trucks. 
Or the treacherous tanks. Or the sinister death car. 
When you play Bump'N'Jump, you just never know who you'll run into. 

Coming soon for Intellivision® 
and Atari® 2600. 
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(Game begins on page 4) 

On board the ship and still 
invisible, you stalk about looking 
for clues. There’s a motor in the 

galley, but nothing else unusual or 
helpful. Then you discover the 
captain’s office. It is empty except 
for a barrel, a box and a desk. You 
read the ship's log, which is sitting 
on the desk. What luck! The crew 
has finished its patrol and is 

cold-hearted captain and first 
mate enter. Your magic is wearing 
off. In a second you will be a 
visible and easy target. There is 
no time to grab the saber or drink 

If you choose to hide in the 
barrel, go to page 47 If you choose 
the box, go to page 50. 


ranging adventures, co 
destiny through hundre 
plex predicaments. Usi 


fronted there by knee-knoc 


clever and stunningly brave to sur¬ 
vive and emerge victorious. The fate 
of the world doesn’t depend on 


—will fall in the bottomless pit 
"Mind-boggling" is how 13-year 
old adventure gamer Brendan 



Adventure games 
:an put you in an 
empty space station, 
a prehistoric cave, 
or any real or 
imagined world.” 


ence. "You really feel like you're part 
of the story. ..When you get into a 
tight situation, you have to figure the 


the mid-1970s by computer science 
students at Stanford University, this 
game could only be played on mas¬ 
sive mainframe computers. Then, in 


Adams programmed an adventure 
similar to Colossal Cave for his Der- 
sonal computer, aTRS-80. T 



In the universe of computer ad¬ 
ventures, few worlds are as complex 
and convincing as that of Time I 
Zone. This "micro-epic" from Sierra ! 


As adventure games have spread both sides of six floppy disks to 

























JIM LEWIS is an associate editor ol ENTER 
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"Lett see how it looks 
with a smile, Mona? 


Leonardo would have loved PowerPad™ from Chalk Board™ One 
square foot of touch-sensitive technology to put you in creative touch 
with your computer. 

PowerPad's multiple contact point surface makes your Commodore, 
Atari, Apple or IBM easier to use than it's ever been before. 

And Chalk Board's complete software library, Leonardo's Library, ™ 
puts line, color, graphics, music, math, science and language at your 
fingertips. PowerPad's suggested price: $99.95. 

For the name of your nearest Chalk Board I y'. 

dealer, call 800-241-3989. In Georgia, 404-496-0101. UW LK 

PowerPad. A touch of genius. j 
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Peachtree Software' 
byEPUWABE’ 

The Science Of Learning. 

The smartest way 
to build specific skills. 



























THE M WEN 

A VISIT FROM A VIDEO GAME GENIUS 
(With computerized apohgies to Edgar Allan Ibe) 

BY MIKE EDELHART 
















As you have no doubt guessed, 
this incredible game of world dom- 



gadget in the latest 007 movie, 
Never Say Never Again. 

The plot of Never Say Never is 
basic Bond. Largo and SPECTRE 
want the profits from the world’s 
energy and oil sales. If they don’t 
get their way, they threaten to ex- 





LICENSE 
TO 3 
THRILL 

BY 

PATRICIA BERRY 


More than 50 1 



Most of this microcosm of mayhem, I 
which includes laser firings, 
holographic imagery, mi " 



made Bond’s electronic ordeal 
seem real. "Motion control would 
be impossible without computers," 
notes Apogee's David Dryer. Here’s 
how it worked in the scene: 



computer then controlled every- 

moving the cameras and shifting 
the lights precisely. In this way, 







Bond and Computers 
Play Deadly 
Games in‘Never Say 
Never Again’ 
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THE PUZZLING PROGRAMS 
OF BELA SELENDY 







































































When He's Not on the 
Computer 

Bela might spend as many as 10 
ours at the computer on a day 

nited to programming and print- 
uts. He’s on the school swim 
























BELA’S MINDBENDER MAZE 







































Writer 


The First Word Processor For The Entire Family. 
Broderbund Softoiare 


Bank Street 


WORD PROCESSING 

SIMPLER 









Fractured Flowcharts 


AN ENTER QUIZ 























































YOU’LL 


TRIAD — YOU’LL LjgjyT! 


'Adventure 
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"SS" 

Atari 600X1 

Call for price 

““SS"*”' 

1m 

$249™ 

Atari 800XL 

Call for price 

Gentini WX Frinter 

$299 

1525 Commodore Printer 

$229 

nip Sr rile Disk Holder 

$21 

1010 Atari Recorder 

$72 

Wico BOSS Joystick 

$15 


for Easy Ordering Use Coupon Below or Call Toll free 

1 - 800 - 634-6766 




Information 8t Inquiries (702) 369-5523 

Computer 

Outlet 




















































A CHIP MITCHELL COMPUTER CAPER 


Thrown For 

a Loop 



























nstead, they shon 



/ he pictures on the shuttle screen changed slowly at first, then faster and 
faster. The boys saw clouds...then the dark emptiness of space. 


It took a while before Chip could convince Legs that 
it was safe to leave his seat. But he finally did, and the 


on which colors the computer put in each pixel on the 
screen. And that would depend on the order of 
numbers the computer took from the array. Like this." 
Chip ran to the front of the room and drew a picture on 
the chalkboard. 


room were wired through the computer to the 
simulator’s video-screen “windows," Sam explained. 
The images in the windows rotated and made the boys 
feel like they were spinning around in outer space. 

"You mean, the simulator never left the ground?" 


Legs asked, amazed. 

“That’s right," Sam responded. 

“I really liked the way you made the video images roll 
over and flip upside down,” Chip said to Sam. "How'd 






ENTER 



the fun and challenging 
world of 
computers! 
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he command post reverberated with a shattering screech. Looking back, 
Chip could see that the volcano map had sprouted red dots. 























































THROWN' FOR. A LOOP 


wound up making the computer do the opposite of what I wanted. I 
guess that shows how computers are still dependent on people.” 









LANDSCAPES OF THOUGHT 
THE NEW FRONTIER 


INTERNATIONAL TRI MICRO 
Software Designed to be Your Partner in Exploration 


■TRI MICRO Che 


TAKE THE INITIAL STEP.. THE TRI MICRO CHALLENGE 































































you only control one player at a 

receiver until the pass is thrown. 

WRAP-UP 

PHIL: If you're willing to work at it, 
this can be a very fine game of 
strategy. But it's complex to play. 
BERNIE: That's the p’enalty you 
pay for increased realism- 
complexity. This is very serious 



great, but two gears are not 


ICE PIRATES 


(Game begins on page 4) 

You don't even have to fight, 
fhe Ice Kadets are afraid of the 


so they run away in fright. Ni 
just you and Glich. 

'Go to page 21. 


is flanked by walls 
. desert. 

You'll find a lot of nicely ani 


conditions—and be careful, be- 

control when the road turns white. 
Hills are no problem, though; when 
a car disappears for a moment, 
you know it will not change posi- 

The price of the game includes 


fine driving control and an 
ator that is foot-operated. Tf- 
joystick acts as the gear shift, 



you didn’t get hit from behind when 
you're trying to get back into the 

skill than most driving games. 


SOCCER 

(THORN/EMI, Atari 400/ 
800/1200, $44.95) 

"The most playable simulation of 


the ball nears the edge of one 
screen, every thing neatly scrolls 
into the next, so you always know 
exactly where you are. 

As in the real sport, this game 


sports games in general have suf¬ 
fered from stiffness and uneven 

brand-new idea: a press of the 
joystick button transfers control of 
your joystick to the player nearest 

and dribble with incredible power. 

PHIL: The best feature of this game 
is that one to four people can play, 

joysticks. All four can play as a 
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LEARNING COME ALIVE. 

FbK««“o s ;» 

with a disk drive, you should take a 


LEARNING COMES ALIVE. 







i magazines with a cover date prior to December 1999. 
from these scans, nor do we offer anything 
from the Publishers themselves. 

ss anyone selling releases from 
of su| tiQrf them and do let us know. 

Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity, 
please visit us at www.retomags.com. 




